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ABSTRACT
This  paper  proposes  that  room  sized  interactive 
mechanical  installations  may  be  deployed  to  facilitate 
provoking  discussions about business 
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INTRODUCTION
Interaction  design  has  a  rich  history  of  using  physical 
prototypes, other objects and/or figures of speech such as 
metaphor  to  explore  understanding  of  design  problems 
and  proposals.   The  work  of  SPIRE  Participatory 
Research Centre has drawn this exploring how to make 
discussion about business more accessible, engaging and 
creative.   This  has  largely  taken the form of gathering 
people around a table.  For  example,  to participate in a 
shared  sensemaking  exercise  (Heinneman  et  al  2009, 
2011)  or  to  elicit  responses  to  an  especially  designed 
table  top artefact  –  so  called  “tangible  business  model 
sketches” (Mitchell & Buur 2010).
However  some  of  the  more  engaging  and  provocative 
encounters observed in this research occurred with a non 
table  top  based  artefact  –  Magdolna  Puskas  and  Soila 
Oinenen’s  ceiling hung Sales Effort Balance.(Mitchell & 
Buur  2010).   This  scale  and  un-predicatability  of  this 
adjustable suspended mobile meant this artifact had real 
presence.   The scale also meant that several participants 
could simultaneously physically interact with it. 
Furthermore the actions of one participant could directly 
provoke  the  actions  of  another  standing  a  few  metres 
away. For example, a person at one end destabilising the 
structure  could cause  other  participants  to  take  evasive 
action.  
THINKING BIG
It  is  proposed  that  the  helicopter  or  gods  eye  view 
engendered by table top sense-making activities are over 
far  from  the  cut  and  thrust  and  immersive  social 
complexities  of  business.  As an alternative  larger  scale 
artefacts designed to create collaborative dilemmas could 
be modified, extended and relabelled in order to provoke 
discussions of business models and related challenges.  
The  author  has  previously  developed  a  body  of  work 
experimenting how room sized physical mechanisms can 
function as social catalysts (Mitchell 2009, 2010, 2011) 
and for explorations of embodied interaction (Donovan & 
Mitchell  2010).   There  follows  examples  of  two  such 
social  contraptions  together  with  some possibilities  for 
their potential redeployment in discussing organisations. 
BLENDER
This  contraption  could  equally  be  likened  to  a  large 
revolving  door  or  a  giant  four  bladed  non-motorised 
propeller  (Figure 1).  This “Blender “ was positioned at 
the centre of a fixed circle of chairs. The four revolving 
door wooden panels or “blades” were shaped and sized so 
that they may pass closely over the knees of guests seated 
on the chairs (Figure 2).
Figure 1. The four blades of the revolving Blender
Figure 2.  Contraption blades would pass over the legs 
of seated guests
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This  contraption  could  be  deployed  to  provoke 
discussions around such issues as compartmentalisation, 
seeing the bigger picture, and the flow of a business. 
Figure 3: Effecting direction of revolution required 
negotiation in this “Blender”
HEADS UP TABLE
A large  circular  revolve-able table was installed in  the 
centre of an otherwise empty bay-windowed dining room. 
The diameter of the table surface was only 5cm less than 
the narrowest point of the (nearly square) room (Fig 6). 
Cut away from two opposite ends on the face of the table 
surface were two circular gaps sized as to allow a person 
to  stand  in  them.  Upon a  light  push,  the  table  surface 
rotated  (either  clockwise  or  anti-clockwise)  so  that  in 
order to navigate the room, a participant had to walk into 
one  of the  subtracted  circular  gaps  at  either  opposite 
“head” of the table and then push the table in the direction 
of “orbit” that they wished they wished to walk (Fig.4-5).
Figure 4.  A large revolving table with 2 opposite person 
sized insets cutaway (showroom view)
Figure 5.  Turning the table was difficult without pushing 
from inside one of the cutaways
Figure 6. Traversing a room was not possible without 
collaborating with occupier of opposite cutaway
This contraption could be deployed to enliven discussions 
on topics such as symbiotic relationships, market entry 
points and access to markets, leverage, business rhythms, 
organisational silos and competitor  dependence.
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